TACTICS Il 


INSTRUCTIONS 


This four-page folder is your instruction manual. Read it 
through carefully before playing the game. It is not necessary 
to read the reference folder—it merely repeats in diagram 
form the rules stated in this manual. 


INTRODUCTION 


TACTICS II is a full scale war game between two complete, 
opposing armies. Each of the two armies represents the military 
strength of a nation. Both the Red and the Blue armies are equal 
in number and type of units. 

Both nations are land powers. Naval power and air power 
are not major factors in this game. Consequently, the conduct 
of play assumes that of land warfare only. However, minor air 
and naval activities are possible using amphibious and airborne 
elements. Also, transfer of units by sea are possible. 

The boundary between the nations is the vertical fold line of 
the mapboard. 

TACTICS II has been designed as a two player game—each 
commanding an entire army group. Additional players may be 
assigned as subordinate commanders under the orders of the 
respective Supreme Commander. 


UNIT SYMBOLS 
Now study the set of die-cut Red and Blue unit counters. These 
are your “chess men”. Printed on each unit counter is the infor- 
mation necessary for play of TACTICS II. 


Example: 
Size of Unit XX BTA—Basic Turn Allowance. 
: The maximum number of 
ae p<] squares a Unit may move 
Combat Factor* 1-5 cross-country per Turn. 


[11] HEADQUARTERS* 


[©] armor BX] paratroop 
[<Jm MOUNTAIN [XJaamenisious 


*A HQ Unit has NO factor in attack—but it has a factor of 1 in defense; a factor of 
2 if attacked from across river. 

Counters labeled SPARE are to be used in cases where regular counters have been lost. 

A complete list of all the Unit counters supplied appears in the Reference Folder. 


[XJ] INFANTRY 





TURNS 


TACTICS IE is played in. Turns. You move your units and 
then resolve combat if any; that is a Turn. Your opponent moves 
his units, then resolves combat if any; that is also a Turn. To- 
gether, these 2 Turns make up a Complete Turn, marking the 
passage of one month of time. Use the Time Record Card only 
when playing the Optional Rules. 

In each Turn, a player moves up to all of the units he chooses 
to move first. He then resolves all battles after the movement 
portion is complete. 

The player taking his Turn is always considered the Attacker. 
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The Defender cannot move his units while his opponent 
is attacking. 

There is no limit to the number of battles that can be fought 
in one Turn. 


Movement 


Each unit has a movement factor printed on its counter (sec- 
ond hyphenated number) which is its BTA (Basic Turn Allow- 
ance). This refers to the maximum number of squares per Turn 
a unit may move crosscountry (plain squares). 

You may move up to all of your units in a single Turn. You 
are not required to move any unit nor do you have to move a 
unit its full BTA. Units may move in any direction or combina- 
tion of directions in each Turn. 

Movement factors are not transferable from one unit to an- 
other, nor can they be accumulated from one Turn to the next. 
Units move individually—not by Corps. 

Important: At no time may units pass through squares al- 
ready occupied by other units. 

The Die is used in combat on/y—it has nothing to do with 
movement. 

Movement across various terrain adds or subtracts from the 
BTA as explained in the section: DETAILS ON MOVEMENT. 


COMBAT 


Each unit has a combat factor printed on its counter, which 
is a numerical expression of that unit’s battle strength. Each unit 
applies this combat factor (the first of two hyphenated’ numbers 
at the bottom of the counter) to all 8 adjacent squares which is 
a unit’s zone of control. When an enemy unit enters any one of 
these 8 squares, combat must result. In combat you compare 
the combat factors of the engaged units (putting the attacker’s 
factor first) and you have an odds comparison—such as 2 to 1 
in example (A) below. 





COMBAT NOT IN COMBAT 
(A) (B) 


Units must be adjacent for combat to result—the mere over- 
lapping of zones (B) does not precipitate combat. 

In attack, you may move as many units as you are able into 
an enemy zone of control before computing battle odds. How- 
ever, you may not pass through a square controlled by an enemy 
without attacking. A unit is in contact with an enemy when it 
reaches the first square that the enemy controls and it must 
STOP to fight on that square. 

To resolve combat, the attacker rolls the Die omce for each 
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battle. He compares the number rolled to the proper odds com- 
parison line on the Combat Results Table and both players obey 
the result given. Study the Table carefully before engaging 
in any combat. 

If, after combat, a unit is forced to retreat to an enemy con- 
trolled zone, that unit is considered eliminated instead. 

If enemy controlled zones completely surround the unit, and 
the combat results table calls for a retreat, that unit is eliminated. 

Any unit forced off the board, into the sea from any square 
(including a port square), into a river, mountain (except moun- 
tain division) and/or forest is considered eliminated. 

Important: No unit may attack more than once in the same 
Turn even if it finds itself adjacent to an enemy unit after com- 
bat. The enemy in its Turn has the option to attack or withdraw. 


How To Win 
A player wins if he meets ONE of two conditions of victory: 
1. He eliminates all of his opponents Units, or 
2. Gains undisputed control of ALL of his opponents cities, and 
holds them simultaneously for 1 Complete Turn. It is NOT 
necessary to have control of ALL of your own cities to ac- 
complish this condition of victory. 


UNDISPUTED CONTROL OF CITIES 

A player has gained undisputed control of an enemy city 
when one of his Units is in the city or within a band one square 
wide around the perimeter of the city limits providing there are 
no enemy units in such position. 

A player must keep enemy units out of such areas completely 
to retain undisputed control. 

When a player gains undisputed control of an enemy city, it 
is then considered friendly until recaptured. 

A player need not place Units in his own cities for them to 
be considered friendly. 

An unoccupied enemy city cannot be considered friendly until 
you have physically placed a Unit in its control. However, once 
seized it is not necessary to keep a unit in that city although lack 
of garrisoning makes recapture that much easier. 


Prepare for Play 

Each player places all of his die-cut counters in the bivouac 
areas. These areas are identified on the board by the dash rule 
enclosures. It makes no difference in which order the units are 
placed in the bivouac areas. Units should be placed with their 
respective Army Group Headquarters. 

At the start, neither player may place units in the cities, or 
on any square outside the bivouac areas. 

Players may either roll the Die or agree ahead of time who is 
to take the first Turn. 


Routine of Play 
1. Player “A” moves all the units he chooses—becoming the 
attacker. Player “B” watches. 
2. Player “A” resolves all existing combat situations one at a 
time. He rolls the Die once for each battle (one battle—one roll; 
two battles—two rolls, etc.). Player “B” watches. 
3. Player “B” moves all the units he chooses—becoming the 
attacker. Player “A” watches. 
4. Player “B” resolves all combat. Player “A” watches. 

A player cannot move his Units while the opponent is taking 
his Turn. A player taking his Turn may never move his Units 
after combat. 

Play continues throughout the game in this manner until one 
of the two conditions of victory is met. 


DETAILS ON MOVEMENT 

Transportation Line—Movement through each square containing 
a red line (road or railroad) is the same as moving one-third 
of a plain square. In effect, a unit’s BTA triples while travelling 
along a transportation line. 

Units may combine road travel with travel off the roads in the 
same Turn. For instance, let’s assume an infantry unit with a 
5 BTA, is 2 plain squares away from a road square. After mov- 


ing 2 squares to the road, it has naturally travelled a BTA of 2. 
If that unit then travels 6 squares along the road, it’s the same 
as moving 2 more squares crosscountry—using up 4 of its 5 
BTA. That unit could then move 1 additional square off the road, 
or continue 3 squares further along the road. 

NOTE: Left-over fractions must count as a whole number. 
Had the above unit moved 7 squares along the road instead of 6, 
its total move would have been equal to 4% BTA. That unit 
could not move one square off the road, but could move an 
additional 2 squares (24 of 1 BTA) further along the road. 


Cities—Movement through city areas is computed the same as 
along transportation lines. 


Forests——Since travel through forests would naturally be slower 
than crosscountry, movement through one forest square (green) 
is the same as two crosscountry squares (2 BTA). Therefore, an 
infantry unit may only travel through 2 forest squares per Turn 
(not 214). In effect, a unit’s BTA is halved while moving through 
forest squares. 

Units may combine forest travel with non-forest travel in the 
same Turn. If an infantry unit travels 3 crosscountry squares 
(3 BTA) it may move into one forest square (2 BTA). Or, an 
infantry unit may move through 2 forest squares (4 BTA) then 
move into | adjacent non-forest square (1 BTA). 

Units may move on transportation lines through forests at 
the transportation rate of travel (BTA times 3). NOTE: Armor 
units are not allowed in forests except along transportation lines. 
Also, the river crossing penalty is ignored in forests. 


Rivers—Travel along rivers (blue) is the same as crosscountry. 
Travel across rivers on bridges is also the same ag crosscoun- 
try movement. 

Travel across rivers not at a bridge is naturally slower. There- 
fore, moving from one square to another divided by a river 
counts as 2 BTA, not 1. In effect, the river itself counts as 
a square. 

If an infantry unit has used up 4 of its 5 BTA when it lands 
adjacent to a river, it cannot cross a river in the same Turn. 


Mountains—Mountain units only are allowed in mountain squares 
(black splash contour squares). A mountain unit’s rate of travel 
in the mountains is at the normal crosscountry rate for infantry 
(5 squares per Turn). Of course, mountain units may travel 
anywhere else on the board it desires. NOTE: All units may use 
the mountain passes at their normal rate. 


Air Movement—Paratroop units may be moved by air from one 
square to another square on the board (the entire length if de- 
sired) with no cost to its BTA. A paratroop unit may not be 
placed directly in an enemy unit’s zone of control. It may be 
placed one square away from an enemy and then moved on 
board as desired up to its BTA. In effect, the air portion is a 
free movement. 

Paratroop units may be moved by air on every Turn. NOTE: 
Paratroop units may “take off” from and “land” on any square, 
friendly or enemy territory, except in mountains and forests. 

Once landed, paratroop units may move into forests, but 
not mountains. 


Sea Movement—All units may leave from a friendly port and 
land in another friendly port at no cost to their BTA. These units 
must Jeave only from port city squares with docks (lines pro- 
truding into water), and arrive only on city squares with cocks. 

This movement can only be done through ports of undisputed 
control. 

An enemy port can be seized by several methods. First, it can 
be seized by any unit in an overland attack. Second, it can be 
seized by a paratroop drop directly into the city. 

A player may occupy an unoccupied city by paratroop drop, 
then bring in units by sea all in the same Turn. Many players 
begin the game in this manner. They immediately invade enemy 
cities by air and sea; however, this is not an especially advan- 
tageous move because the invader may sacrifice defensive capa- 
bility to do so. In real life, most wars do not start unless one 


country has invaded another. 

Any unit may be kept at sea for one Turn, destination un- 
known. It makes no difference on which sea square it is placed. 

All Units may be moved to a friendly port, transferred by 
sea to another friendly port, and moved inland all in the same 
Turn up to its BTA limitation. 

There is no limit to the number of units that may pass in and 
out of ports in a single Turn. 


Amphibious Movement—Amphib units may move from a friendly 
port to any port or beach at no cost to its BTA. Once an amphib 
unit has been placed on a beach square, it may proceed in the 
same Turn according to its BTA. 

Amphib units may land on beach squares adjacent to enemy 
units but must attack on the combat portion of the Turn. Am- 
phib units may attack from a sea square—but a retreat as called 
for on the Combat Results Table means elimination. 

They may also withdraw from beaches previously assaulted 
and return to a friendly port in the same Turn. No other type 
unit can withdraw by sea from beaches. 

Amphib units cannot land in unfriendly ports, but once on 
land, they move as infantry and may seize ports by over- 
land attack. 

Amphib units may be moved by sea once in each Turn. They 
may move to a port, go by sea to a beach, friendly or enemy, and 
move forward all in the same Turn up to their BTA limitation. 


DETAILS ON ZONES OF CONTROL 


1. A unit on a river line does not control the adjacent squares 
across the river. However, an attacking unit has the option to 
attack those enemy units in adjacent squares across the river. 
Units attacked from across the river double their combat factor. 
In other words, if a Red infantry attacks a Blue infantry on an 
adjacent square across the river, Red attacks at | to 2, not 1 to 1. 
Combat factors double on defense only. 

2. Non-mountain units adjacent to a mountain area DO NOT 
control the squares in the mountains. A non-mountain unit may 
never move into a plain square adjacent to a mountain square 
containing a Mountain Unit. 

Mountain Units, while in mountains, may attack any Unit on 
an adjacent mountain or non-mountain square. 

In effect, Mountain Units may “hole up” in mountain areas 
(including that near the Blue Capital) knowing it cannot be at- 
tacked except by enemy Mountain Units. Of course, once out of 
the mountains, a Mountain Unit may be attacked by any com- 
bat unit. 

3. An Armor Unit on a non-forest square cannot attack or come 
adjacent to a Unit on a forest square. 

4. A Headquarters Unit has NO attack factor; therefore, it can- 
not attack or be placed adjacent to an enemy Unit. If the enemy 
ATTACKS, the Headquarters Unit assumes the combat factor 
of 1 on defense. 


BRIDGES 


Units on bridges must attack enemy Units in all adjacent 
squares. Bridges leading to the Red and Blue Capitals hold ONE 
Unit each, regardless of the fact they join 2 sea squares. The 
attacker has the choice on which sea square side of the bridge 
to place his Unit. 

Normal artillery fire, assumed to be built into the combat 
factor of each Unit, is not destructive enough to keep bridges out 
of commission for a Turn. 


RESERVE UNITS 


Either player at any time may remove from the board the 
equivalent of an Infantry Corps (six divisions and a Headquar- 
ters) or less for use as a maneuver element, or reserve or sec- 
ondary defense line. This is accomplished by asking the opposing 
player to step away from the board. The remaining player moves 
Units he desires up to their BTA to the location he desires, mak- 
ing a side record of the locaticn and then removes the units 


from the board. He may move these Units wherever he wants so 
long as they are in a location where he is positive there are no 
enemy units. 

Under no conditions may “off the board” reserve units move 
secretly in front of the established front line. With this knowl- 
edge, a player can be positive that he is not placing his “off the 
board” units in the same area his opponent could have “off 
the board” Units. 

In each succeeding Turn he may move these “off the board” 
Units up to their BTA (this is done by counting squares in your 
mind) and then recording their present location each time. A 
player may move all, part, or none of his “off the board” Re- 
serve Units each Turn. 

If during the play, Player A’s Unit stumbles onto a square 
adjacent to Player B’s “off the board” Unit(s), Player B must 
state this fact and place the “off the board” Units affected (only 
those Units that fall in Player A’s zone of control) on the board 
in the areas recorded by side record. Player A then has the 
option to attack or withdraw from the Reserve Units placed 
back on the board. 

There is no limit to the number of times Reserve Units may 
be placed on and off the board as long as no more than 6 Divi- 
sions and 1 HQ Unit are so designated at one time. 


MULTIPLE UNIT BATTLES 

When several units in different squares attack several enemy 
units in different squares, the attacker has the choice of dividing 
combat into more than one battle as long as two conditions are 
met: 1. He must fight every defending unit in whose control 
zone he has attacking units. 2. He must be in the controlled zone 
of a defending unit(s) he is attacking. 

No unit may attack more than once in the same Turn—even 
if it finds itself adjacent to an enemy unit after combat. The 
enemy unit, in its Turn, has the option to attack or withdraw. 

Many times, the attacker will deliberately sacrifice one or 
more attacking Units at unfavorable odds to gain more favor- 
able odds over other defending Units. 


COMBAT RESULTS TABLE 

The Table and instructions on its use are printed on Rule-D. 
To resolve combat players must first convert battle odds to the 
basic odds comparison appearing on the table (4-2 battle odds 
weuld convert to 2-1; 9-3 converts to 3-1; etc.) Next—the Die is 
rolled once by the attacker. The number rolled is matched up 
with the basic odds comparison to get the result of combat. For 
instance; if the odds are 2-1 and a 1 is rolled, all defending units 
are eliminated. 

If it becomes difficult to convert battle odds to basic odds, 
you may use Rule-A or the simple formula on which Rule-A is 
based; merely divide the lowest number of the battle odds into 
the highest number and use the first digit of the answer as the 
highest figure for the basic odds comparison. For example; if 
battle odds are 5 to 2, you divide 2 into 5 which goes 2% times. 
Fractions must be ignored, therefore basic odds become 2-1. 
Other examples: 3-2 converts to 1-1; 3-7 converts to 1-2, etc. 


Grid System 
In order to simplify location identification a simple military- 
style grid system has been incorporated into the mapboard. You 
will notice that there are numbers running down the left edge 
and across the top edge of the mapboard. All location numbers 
are given in two parts—for example, 15-5. The first number al- 
ways represents the horizontal line and the second number the 
vertical line. The location referred to is always “northwest” of 
the intersection of the two lines identified. The 15-5 example 
given is the square holding RED’s First Army Group Head- 

quarters, BLUE’s Ist AG HQ is 25-44. 
The cities on the mapboard are already identified according 
to this system. BLUE CAPITAL, for example, is C23-43. The 
grid system employed in this game is somewhat different than the 


standard United States Army method. 

You have finished reading the basic rules to TACTICS II. The 
following optional rules may be employed in this game for 
even more realism. 


OPTIONAL RULES 


For more advanced players, the optional rules presented in 
this chapter may be employed in the game for even more realism. 
The game may be played without them, and there is certainly 
no need to employ all of the optional rules. 


Prepare For Play 


Basic Game rules apply with the addition that the player 
taking the first Turn has the choice of which season he wishes 
to start in. Whatever season he selects, play starts in the first 
month of the chosen season; Spring—March; Summer—June; 
Fall—September; Winter—December. Each Complete Turn 
marks the passage of one month of play—an important factor 
when using the WEATHER provision. 

After each Complete Turn, players should check off the proper 
month on the time record card. 


WEATHER 


One of the most important elements of chance in any military 
operation is the effect of weather. 

At the beginning of each month (Complete Turn), players 
consult the Weather Table. The Die is rolled once, with the roll 
of the Die matched up under the proper season column. 

The Die is rolled at the beginning of every month, not every 
3 months. Therefore, the weather will change within each sea- 
son of play. 


REPLACEMENT RULE 


This optional rule provides for the replacement, of losses by 
recreation of eliminated units. 

A replacement period occurs at the end of every third com- 
plete turn. The rate of replacement is determined by the number 
of the player’s own cities held in undisputed control. 

To qualify, there must be no enemy units in the city or within 
one square of the city. 

1, An army receives one recreated armored division per re- 
placement period if his capital and his replacement center are 
in friendly hands. 2. An army receives one infantry division for 
each city (other than the capital) remaining in his hands. One— 
and only one—of these recreated infantry divisions may be a 
specialized unit. The units are placed on the board in the city 
involved. 

Thus the optimum replacement rate per period for RED is 
1 armored, 1 specialized and 5 infantry divisions. The rate for 
BLUE is 1 armored, | specialized and 3 infantry divisions. The 
real rate, of course, is determined by the number of cities re- 
maining in friendly hands. 

Capture of enemy cities and replacement center decreases the 
opponent’s rate of replacement, but does not increase the cap- 
tor’s. No army can ever exceed full first-turn strength, nor can 
replacement “credits” be accumulated. The only source for re- 
placement units can be from the “eliminated” pile. 


ISOLATION 


If zones of control completely surround enemy Units, these 
Units are considered isolated. If this condition is maintained 
for 2 consecutive Complete Turns, all such enemy Units are 
eliminated. 

Units are not isolated if an unbroken supply line can be traced 
to a friendly city. “Unbroken supply line” means any route, no 
matter how devious, unblocked by enemy zones of control or 
the sea. A player must restore a line of supply the second month 
after it has been cut, or lose all isolated Units immediately. 


EXCEPTIONS: 1) Units in a Port encircled by enemy zones 
of control cannot be considered isolated provided that Army 
controls one port on its side at that point of the game—other- 
wise those units are isolated. It is assumed they could receive 
supplies from the friendly port. 2) Units in a city in its own 
country surrounded by enemy zones of control can never be con- 
sidered isolated. 3) Any two Units surrounded by enemy zones 
of control, but with beaches to their rear are not isolated. If 
more than 2 Units are in this position, all Units in excess of 
two would be considered isolated. 

NORTHWEST ISLAND—RED CAPITAL: It is possible to 
isolate Units on the Northwest Island. Units must control the 
three bridges for 4 consecutive months. At the end of this 
period, all enemy Units not able to leave the island are elimi- 
nated. Controlling the three bridges DOES NOT prevent Units 
from leaving by sea. Of course, Units may leave by sea only if 
that isolated Army has at least one other port under control. 

In effect, this rule prevents an Army from holing up on the 
Island as a last resort merely to drag out the game. 

Paratroop Units cannot “drop” supplies to isolated Units. 
Paratroop Units, themselves, can never be isolated due to the 
fact they may take off and land in every Turn. 


NUCLEAR CAPACITY 


Under this optional rule, a nuclear capacity is added to both 
armies. These weapons are of two types—atomic and hydrogen. 
Their allocation, characteristics, etc., follow: 


UNIT DESTROYED 
HOLDING NUMBER TYPE DELIVERY RANGE AREA 


Corps HQ leach Atomic Artillery 4 squares 1 square 


Army HQs leach Hydrogen Rocket 7squares 4 squares in 
a square shape 


ArmyGroup 1 Hydrogen ICBM Full length 4 squares in 
& width of a square shape 
Mapboard 


Nuclear weapons may not be used until the beginning of the 
2nd Complete Turn. To get maximum range, Units holding 
nuclear weapons may move first before firing. The actual firing 
is done in the combat portion of the Turn; therefore, a player 
must complete his entire movement portion before firing a 
nuclear weapon. 

There is no limit to the number that can be fired in a single 
Turn—subject, of course, to the number still available. 

No nuclear bearing Unit may fire more than once in an entire 
game. 

All Units in the destroyed area, including other nuclear bear- 
ing Units, are automatically eliminated. 

Units may enter the “bombed” area on the Turn following 
the destruction. 

Nuclear weapons do not destroy bridges or cities. 


SHORT GAME 


For those who desire a shorter game, a good method is to 
simply reduce the number of units to be used at the beginning 
of the game according to a mutual agreement. The Replacement 
Center units may be eliminated. Also, corps may be reduced by 
several infantry divisions apiece. 

The best method of insuring a shorter game is for each player 
to rehearse his plan of operations before the game begins. By 
doing this, the normally slow first turns of a game will progress 
rapidly and the total time materially reduced. 

Some players prefer to put a three minute time limit on each 
turn. 

For replacement parts, write for price list to: The Avalon Hill 
Company, Baltimore 2, Md. 


TACTICS Il REFERENCE FOLDER 


This is NOT an Instruction Manual. The following examples, DETAILS OF MOVEMENT 
diagrams, and commentary are included for those who desire 


rule clarification and strategical information. 


Transportation Lines 


2 


COMBAT 


BLUE Commander moves 3 Units into 
RED’s zone of control to attack at 4-1. 
BLUE-A moved 4 of its allotted 7 
squares (7BTA) to position itself so 
that BLUE zones completely surround 
RED. Had BLUE-A entered squares (X) 
or (Y) it would have had to STOP on 
those squares, therefore, RED would 
not have been completely surrounded. 

In the situation shown, RED would 
be eliminated if a retreat is called for. 
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BLUE has a BTA of 5. It begins its move 2 BTA away from a transportation line. 
Numbers in parentheses indicate that Unit's accumulative BTA as it moves to attack 
RED Unit. Notice that each square OFF the road equals 1 BTA; each square ON the 


BLUE zones of control plus mountain road and thru the city equals 14 of 1 BTA. 


terrain (impassable for infantry) sur- 
round RED-I. Retreat means elimina- 
tion. 


alle 


RED-I is effectively surrounded. It is 
not allowed to retreat across a river 
(except at bridge squares), and other 
avenues of retreat are blocked by 
BLUE'’s zones of control. Although 
RED-I is not engaged by BLUE-I, it 
still is not allowed to retreat thru 
BLUE-I’s zone. 









UNDISPUTED CONTROL 





BLUE-| begins its move at (1). When 
it moves into the next forest square, 
it takes 2 BTA. Movement onto the 
non-forest square is 1 BTA and move- 
ment into another forest square is 2 
more BTA—a total of 5 BTA (its 
maximum allowed). 


Rivers 





If BLUE takes its entire Turn thru the 
forest, it may move only 2 squares. 
In effect, it loses its 5th BTA, unless 
square (F) had been a_non-forest 
square into which BLUE could have 
moved. 





BLUE has undisputed control of an 
enemy city. 


Neither Army controls this city. One 

of the Units must be eliminated or BLUE must STOP at the river after traveling 4 of its 5 BTA. Movement onto square 
pushed back before it can become (X) would require an additional 2 BTA. Since BLUE has but 1 BTA remaining, it 
friendly. cannot cross the river until its next Turn. 


Mountains 
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Since only mountain Units are allowed in mountains, RED-| must STOP. Red-M, a 
mountain Unit, may proceed thru the mountains at the normal cross-country rate. 
All Units may use mountain passes as shown by RED-A. 


Air Movement 







BLUE-P may be picked up from any 
square on board and placed down on 
any square, except mountain and for- 
est squares. BLUE-P could not be 
‘‘parachuted’’ adjacent to an enemy 
Unit, but once on board (X) it may 
move into combat. 


Sea Movement 


BLUE-| moves from square (s) into 
squares indicated by arrow to reach 
city square with docks. This requires 
a movement of 214 BTA. 


BLUE-| lands on square (L) of enemy 
city C3-28, made friendly by BLUE- 
A's presence. BLUE+i then moves to 
square (5). Accumulating BTA is in- 
dicated by numbers in parentheses. 


Amphibious Movement 


RED 
I 
ieee 


5. 

BLUE] REO 

Am A 

1-5 2-7 
ee 


Both BLUE-Am’s leave from a friendly port and engage in a beach assault as shown. 
Although one BLUE Unit attacks from the beach and the other from the sea, retreat 
means elimination instead. BLUE-P has parachuted into square (X) and then en- 
gaged RED-I. BLUE-Am and BLUE-P attack RED-I at 2-1. RED-A is attacked by 
BLUE-Am from the sea at 1-2. Should the result of battle find BLUE-Am (top) and 
RED-A still adjacent, BLUE cannot attack again. In its Turn, RED-A has the option 
to attack or withdraw. 





DETAILS ON ZONES OF CONTROL 





1. BLUE-A is not required to attack 2. In its Turn, BLUE-I| moved around 
the RED Units across river. If he RED-M's zone of control (squares 
elects to do so, however, he must m). 
attack BOTH Units at 2-4. (Red’s In RED's Turn, RED-M moves 


adjacent to BLUE-I and has the 
option to attack. 


factors double.) 


BLUE 


4. In BLUE’s Turn, BLUE-HQ is not 
allowed to enter RED-A’s zone be- 
cause it has no attack factor. 

In RED's Turn, RED-A may at- 
tack but BLUE-HQ assumes a 
defense factor of 1. 





3. BLUE ARMOR must encircle RED 
zones of control indicated by 
squares (R). 


BRIDGES 


BLUE-| moves ‘‘onto'' the bridge. 
Regardless of which sea square 
side he places his Unit, BLUE can- 
not attack RED-A. 





RESERVE UNITS 


UNITS 






Dashes represent the location of 
BLUE’s 7 ‘‘off the board’’ Units 
as recorded by Blue Commander. 
RED Unit stumbles into the area 
but is told to stop by Blue Com- 
mander. Blue Commander is re- 
quired ONLY to place on board 
BLUE Units occupying squares (A) 
and (B). RED Commander has the 
option to attack those Units or 
withdraw. 





MULTIPLE UNIT BATTLES 





Both examples above are identical. The attacker has the choice of how to divide 
battle as shown. Always remember Units must be adjacent before they can be engaged. 


[Peres — mee aries 
\ ive Perue | erve | eve 
steers 


RED-I sacrifices itself at 1-4 so RED-A and P’s get better odds over BLUE-A 
at 4-2 (2-1). 





ISOLATION 





BLUE zones of control completely surround RED. RED has two Turns in which to 
restore a supply line, otherwise it is eliminated. 





RED is NOT surrounded. Supplies may be obtained thru the squares indicated that 
are not controlled by enemy zones. Supplies need NOT be furnished along trans- 
portation routes. 





Provided BLUE has at least 1 port’in friendly hands, 2 Units may be sustained 
indefinitely thru the beaches even though surrounded. If a supply line in the above 
example is not restored within two succeeding Turns, 1 of the 3 BLUE Units 
is eliminated. 


NUCLEAR CAPACITY 
A Unit’s range INCLUDES the target area 
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RED Corps HQ moves its BTA before firing. Its range of fire is then 4 squares, 
therefore it has a choice of destroying BLUE-A or BLUE-I| (NOT BOTH). Neither 
bridges nor transportation lines are destroyed by nuclear weapons. 


BLUE 
ARMY 
Ha@ 


An ARMY HQ moves its BTA before firing. Its range is then 7 squares, which 
includes the area to be destroyed. All RED Units in the dash-rule area indicated 
would be destroyed. 





EXAMPLE OF A TURN 

















The situation as it might appear at the beginning of BLUE’s Turn. RED has undis- 
puted control of City 43-16 by virtue of RED-I’s position. 











BLUE-Am lands on beach and attacks RED-A at 1-2. 

Both Paratroop Units, BLUE-P, ‘‘land’’ on squares (P) and then move into RED-I’s 
zone of control. BLUE-A moved 18 squares along the road, and 1 square off the 
road (18 road squares = 6BTA and 1 non-road square = 1BTA) to help BLUE-P’s 
attack at 4-1. 

BLUE-I| moved 4 squares to attack RED-P at 1-1. Notice that BLUE-I could NOT 
move thru RED-M’s zone of control, therefore it had to encircle RED-M’s zone 
identified by squares (M). 

BLUE-M, a mountain unit, moved along the road to attack RED-M at 1-1. Moun- 
tain Units are the only type that may attack enemy mountain Units in mountains. 


























In the beach battle, BLUE-Am was requested to retreat; however, its line of re- 
treat is blocked on all sides by RED-A’s zone plus the sea, therefore BLUE-Am is 
eliminated. 

RED-I is eliminated in the 4-1 attack, therefore BLUE gains undisputed control 
of the city by virtue of BLUE-A’s position. 

BLUE-I is eliminated by RED-P. RED-M is eliminated by BLUE-M. Although 
BLUE-M and RED-P are still adjacent, no Unit may attack or be forced to attack 
more than once in the same Turn. Therefore, BLUE’s Turn is complete. In its Turn, 
RED-P has the option to attack or withdraw. 


COMMENTARY 


THE PRINCIPLES OF WAR 


This section is not intended to be a textbook on the subject 
of military strategy and tactics. The game TACTICS II in and 
of itself will present the player with the problems of military 
action—it is up to him to apply thought to these problems and 
to effect solutions. As the player gains experience, he will nat- 
urally become more proficient. 

However, some guideposts are necessary for the player with- 
out military experience. Consequently, this section is devoted 
to a short summary of the basic principles of war. Use these 
principles as a checklist against your plan of play. 

The generally accepted principles of war are: objective—sim- 
plicity — unity of command — offensive — maneuver — mass — 
economy of force —surprise — security. 

The military commander must have a plan. This plan must 
have a principal objective. The plan itself must be predicated 
on simplicity; as experience shows even simple plans are difficult 
to carry out. In order to achieve his objective, he must have 
unity of command. All the myriad elements of his force must 
be directed as one toward the ultimate objective. 

In order to achieve his objective, the commander must sooner 
or later revert to the offensive and his entire attention must be 
devoted to that end, although he may have to defend in order 
to prepare for the offensive. To succeed, he must employ pru- 
dent maneuver in order to place his combat units into a mass 
in a place when he can achieve a decisive local superiority. He 
must effect economy of force in all areas so that his mass is as 


powerful as possible at the decisive point. This mass, or center 
of gravity, must appear as a surprise to his opponent so that 
his opponent is caught off balance. And the commander must 
maintain a satisfactory degree of security in less vital areas so 
that he himself is not surprised and caught off balance by his 
opponent’s attempts at creating a center of gravity. 

These principles apply at all levels of command, from top 
to bottom. 


THE STAFF AND ITS RELATIONSHIP TO COMMAND 


To assist him with information which he cannot gain him- 
self, the commander employs a staff with four separate and basic 
functions . . . personnel, intelligence, operations and supply. 

Personnel advises him on administration and general matters 
pertaining to his units. Jntelligence informs him about the enemy 
_. . his situation, capabilities and intentions. Operations plans, 
organizes and details the military action itself and is the prime 
staff position. Supply informs the commander about the effect 
of supply on his plans. 

Staff positions carry no command responsibilities. 


THE MECHANICS OF WAR 


Literally thousands of books have been written on the basic 
tactics that flow from the principles of war. It would be absurd 
to attempt to describe them all here, but a brief glossary-style 
explanation might prove of assistance to the new player. 

There is no particular order of importance in the following. 








FRONTAL ATTACK—an attack that hits the 
enemy frontally, only to be used if no other 
type of attack is possible. 


FLANK ATTACK—an “‘around the corner’ op- 
eration that pits the mass of the attacker 
at a weak shoulder of the defender. A suc- 
cessful flank attack enables the attacker to 
“roll up” the linear position of the defender 
from the end(s). 


ENVELOPMENT — a wide flank attack that 
brings the attacker to the rear of the de- 
fender. 


PINCERS—a wide envelopment that does not 
turn back upon the defender, but attempts 
to encircle him. 


RESERVES—the extra forces held in a cen- 
tral location by both sides for use when the 
center of gravity seems to be located. The 
decision to commit reserves is one of the 
most difficult and conclusive of all military 
moves. 


OUTPOST LINE—a line of connected, but 
thinly scattered units used by a defender to 
force an attacker to deploy in front of the 
defender’s main line of resistance so that 
the defender may both delay the attacker 
and attempt to determine his intentions. 


CAPABILITY—that which an enemy is capable 
of doing. 


INTENTION—that which an enemy intends 
to do. You must ascertain just what your 
enemy is capable and not capable of doing 

. . then, having established that to the 
best of your ability, you attempt to deter- 
mine his intentions. 


DEFEAT IN DETAIL—the breaking-up of a 
large enemy into smaller units so that you 
may deal with them one at a time with a 
large local superiority. 


INTERIOR AND EXTERIOR LINES—Imagine 
a small circle within a large circle. The force 
on the inside may shift his reserve quickly 
and easily from point to point—hence he 
is on “interior lines,’ a highly desirable 
position. Conversely, the force on the out- 
side circle faces a long, drawn out opera- 
tion in shifting his mass around the outside 
rim of the field. 


RETROGRADE MOVEMENT—a planned move- 
ment to the rear. Used to shorten lines, to 
gain time and space. 


DELAYING ACTION — During a retrograde 
movement, it is necessary to leave a light 
rear guard to delay your pursuer so that you 
may gain time. A sort of “‘outpost’’ in re- 
verse. This does not necessarily imply sacri- 
fice of the unit, although sometimes such 
an unpleasant task is obligatory. 


LINE OF DEPARTURE—an imaginary line on 
the ground which is a starting point for an 
attack. Sometimes called the ‘‘Start Line’. 


ATTACK POSITION—a central point just be- 
Ooo hind the line of departure where the attack- 
ing forces converge just before the attack. 


APPROACH TO CONTACT—a forward move- 
ment (the leading unit is the “point’’ or 
“advance guard”) used in attack when the 
opponent’s position is not positively known. 


SIEGE—the reduction of an enemy strong- 
point. Such an operation is unit-consuming 
and should be avoided if at all possible. 


CONVERGING APPROACH TO CONTACT—Of 
importance when nuclear weapons may be 
used, this expression means that your units 
must converge on the enemy at a point so 
close to his own units that he cannot use 
nuclear weapons for fear he will destroy his 


own troops. 
< FEINTS—attacks that appear stronger than 
WAT they are, used to draw an enemy's reserves 
n& away from the main center of gravity. 


= 
\ ) y RAIDS—small, but sharp attacks designed 
ie to annoy and upset an enemy. 
TERRAIN, STRENGTH AND INITIATIVE EVALUATION— 
TACTICS Il 


The two nations involved have different sets of terrain and 
strength advantages and disadvantages. In addition, the player 
who enjoys the first turn gains the advantage of initiative. 

a. TERRAIN—From a defensive standpoint, BLUE has a 
distinct advantage. Almost without exception, the nation is di- 
vided by easily defended terrain features such as forests, moun- 
tains, bays and river lines. In RED’s case, the opposite is true. 
RED is characterized by large open areas with long river lines 
that are hard to defend. Almost all channels of attack from 
BLUE to RED emphasize this situation. Experience shows that 
if BLUE can initiate breakthroughs-in-strength, RED will be 
hardpressed to defend most of her land area and will be forced 
to abandon large areas. RED does gain two advantages from 
such an eventuality, however—first, as her lines contract she 
becomes an interior form, and second, the supply lines of her 
attacker lengthen if she is able to keep vital ports in her hands. 
And, of course, RED has a superb redoubt in her northwestern 
island. 

BLUE’s terrain does have two disadvantageous factors. She 
can be easily divided into two parts by a center thrust from 
RED, and her north-south transportation lines constrict in the 
capital. Experience shows that if RED can seize the capital and 
divide BLUE’s forces, she has an excellent opportunity to de- 
feat in detail. Also, BLUE’s northern country is almost impos- 
sible to defend once the forests have been pierced. 

b. STRENGTH—RED has sharp advantages. She has seven 
cities to BLUE’s five. She has port facilities for twelve divisions 
to BLUE’s seven. 

c. INITIATIVE—Almost all military experience establishes 
that an attacker must have a firepower superiority of three to 
one over the defender to gain an optimum chance of success. 
TACTICS II is based on this premise. Consequently, when you 
consider that in this game each army begins with equal strength, 
the defensive seems to be the favored form. This rule of three 
to one, however, can be misleading. The important thing is 
where your strength is in terms of time and space. An inferior 
army (in strength) can gain victories by being superior locally. 

And a principal factor in achieving /ocal superiority is initia- 
tive. The army which seizes and holds the initiative forces his 
opponent to be constantly countering his moves and thus forces 
the enemy to his will. 

In reality, RED and BLUE are inherently equal in total 
effect (initiative properly used offsets defensive power) and the 
skill of the player will determine the result. 





PROBLEMS OF NUCLEAR WARFARE 

Quite contrary to the writings of many commentators, the 
introduction of a nuclear capacity to warfare does not by any 
means alter the basic Principles of War. 

Obviously, certain adjustments must be made in tactical prac- 
tices so as to employ the new weapons as efficiently as possible. 

Changes such as these, of course, have occurred regularly in 
the evolution of the art of war—in fact, every time new weap- 
ons have been introduced. 

An examination of the nuclear rule clearly shows that each 
side has a massive casualty producing weapon. One hydrogen 
blast, well placed, could destroy 4 divisions and rip a terrible 
hole in a defensive line or an imprudently massed attacking 
force. 

The only possible counter to the high destructive efficiency 
of these weapons is the art of compact dispersion—keeping 
one’s forces far apart in space and close together in time. 

In attack, when mass is needed, the attacker must be sure 
that his units do not converge until they are in contact with 
the enemy—thus forcing the enemy to destroy his own units if 
he wishes to destroy yours. 

In defense, a carefully extended series of strongpoints are 
necessary—small enough so that an enemy will not waste nu- 
clear weapons to destroy them, yet large enough to give battle 
to conventional forces. Defensive tactics must canalize the at- 
tacker so that he becomes a worthwhile nuclear target. 

Actually, the introduction of nuclear weapons into the game 
provides the player with an opportunity to experiment in an 
untested area. Nuclear weapons make the game an even greater 
test of the players’ skill . . . effects of time and space become 
even more vital, and each player must carefully calculate his 
opponent’s reaction to each and every move. 

It is because nuclear weapons introduce the need for a high 
level of skill that we recommend new players utilize this rule 
only after they have had long experience with the game. 
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OPERATION OVERBROOK 


Only the opening phases of this sample plan will be detailed 
because subsequent phases must be developed according to enemy 
reaction. The presentation will be in the format of a high com- 
mand directive. All optional rules are used except nuclear. 


TO: BLUE ARMY AND CORPS COMMANDERS 
FROM: BLUE ARMY GROUP HEADQUARTERS 
SUBJECT: OPERATION OVERBROOK 
DIRECTIVE: No. 1 


It has been decided to attack RED as early as possible in 
April of this year. The plan of operations is timed so that our 
primary objective will be accomplished before the possibility 
of severe winter weather occurs in early December. 

The primary objective is to destroy as many enemy forma- 
tions as possible in the southern and central plains of RED 
by attacking from the south. The secondary objective is, con- 
currently with the main objective, to seize as many cities in 
this area as possible in order to reduce RED’s industrial and 
replacement capacity. 

It must be recognized that RED commander is a highly 
skillful enemy, and is well-known for his surprising and some- 
what bizarre adventures. All units must be alert to unusual 
enemy maneuvers that could compromise or embarrass the 
main effort. 


FIRST PHASE 


A minor feint operation will take place in the north early in 
April for the purpose of seizing and holding C3-28 and draw- 
ing enemy reserves to that area. Under no conditions will north- 
ern units-move south of line horizontal 8 without Army Group 
approval. 
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(l—2A RESERVE 


All operations north of line 31 and east of line 23 will be 
under command of First Army. Major units under First Army 
command will be First Corps, Second Corps, Third Corps 
(all reduced). 

All operations in RED’s southern area will be under com- 
mand of Second Army. Major units under Second Army com- 
mand will be Fourth Corps, Replacement Units and Strategic 
Reserve Group (Provisional). See Order of Battle. 

It is our intention to make the southern thrust appear as a 
feint. To achieve this, 1A is commanded to attack across river 
line vertical 26 in IIC and IIIC areas. Movements will not go 
further west than vertical line 23. Under pressure, IIC and 
IIIC may withdraw east of river 26 when casualties approach 
level where river line defense is endangered. 1A must realize 
that no reinforcements will be available until midsummer at 
the earliest, if then. 

Units operating in northern area around C3-28 will at maxi- 
mum consist of IC Hq, 1 MtnDiv and one InfDiv. Bridge 10-27 
will be covered by one InfDiv. under IC control. 
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1A will have no strategic reserve. 

During April, only 4C will appear to enemy in the south. 
Replacement Units consisting of two ArmDivs and four InfDivs 
will be in reserve and out of enemy sight north of C43-16 and 
west of river. Strategic reserve consisting of 2A Hq and at- 
tached units, three ArmDivs, and four InfDivs will remain at 
sea off the port C43-16. 


SECOND PHASE 


By early May, it is expected that 4C will have engaged RED 
4C and forced them to form a defensive line south of hori- 
zontal line 34. 

The Replacement Units will then attack westerly in the area 
bridge 35-18 and attempt to envelop RED 4C. To assist, 4C 
will attack RED 4C frontally. 

Strategic Reserve units at sea will move into reserve area 
vacated by Replacement Units and hold themselves in readiness 
for attack with at least 6 divisions and a headquarters well 
hidden. 
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THIRD PHASE 


It is expected that enemy ereaction will be to split their re- 
serves so as to be fairly strong in all areas. There should be no 
way for enemy to determine focal point of attack. It is expected, 
however, that enemy will retain some strategic reserve in the 
central area of his country. 

It is hoped that enemy will regard our southern activities as 





a feint in force as late as May, since they will not have located 
our divisions of Strategic Reserve. 

In any event, however, in June we will commit all forces in 
2A to drive generally northwesterly toward C28-10. 

IVC will cross river in general area C28-10 with support of 
our two AmpDiv which will land west of that city. Main effort 
of 2A will be to swing northeasterly in an attempt to cut off 
and eliminate all enemy units in the Central Plain. 
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LATER PHASES FIRST ARMY CONTROL 
Planning for operations in late summer and fall will depend 1 MtnDiv 1 ParDiv 
upon results in the Central Plain and swiftness of enemy re- 
action to our thrusts. We will, however, assume that major effort | Corps: 1, 2 InfDivs 
will be north of C28-10 to C13-16. 1! Corps: 6, 7, 8, 9, 10 InfDivs 


Il Corps: 11, 12, 13, 14, 15 InfDivs 
GENERAL NOTES 


Parachute units will be used by AG during midsummer as 
necessary. All replacements will be detailed to 2A until fur- SECOND ARMY CONTROL 


ther notice. 2ParDiv 2 MtnDiv 


ORDER OF BATTLE 
\V Corps: 4ArmDiv 16, 17, 18, 19, 20 InfDivs 


ARMY GROUP CONTROL Replacement Units: 5,6ArmDiv 21, 22, 23, 24 InfDivs 
1AmpDiv 2 AmpDiv Strategic Reserve: 1,2,3ArmDiv 3, 4, 5, 25 InfDivs 
T.M. 
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